














































Introductory Education of Intellectual Property using Edutainment
Hiroshi MURAI
ABSTRACT
The purpose of the material presented here is to introduce freshmen to intellectual property
management using edutainment. I examined three core elements of effective edutainment :
gaming tools for memorizing keywords or basic phrases, comis and animations for understand-
ing procedures, and ubiquitous tools for checking their knowledge. These edutainment tools
help them to easy learning.
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エデュテイメント教材を用いた知財の導入教育
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